As featured in O&W 6, players build, 
Operate and extend railway systems, 


At 48p plus 11p p&p, kits available are: 


1A — SE Wales 

13 — London to Liverpool 
1D — New York to Chcago 
1G — Central Scotland 

1J — Mersey and Humber 


and Sorcery wargaming in which players become 
rdsjin order to slay 
feasure/ 

or miniature 


Railway Rivals Handbook — gives details 
of actual networks built and geographical 
backgrounds as a supplement to kits 1A— 
WD. 

Price 24p plus 9p p&p 


ORGANIZED CRIME 


This is a new board game in which play— 
ers become gangland racketeers i the 
sinister world of back stabbing and 
doubdle-cross. Makes Diplomacy look 
like an afternoon tea-party! 

As reviewed in O&W 9 — £5.99 inc. p&p | 


FIGHT in the SKIES 


[The latest boxed game from TSR. 

A simulation of WWI ariel combat, the 
box contains map, rule book, die-cut 
icounters and summary sheets. 

For 2 — 12 players — £6.75 inc. 
IMeRCe AW 

Game of bribery NAR in war 
torn 15th century Europe, where 1-5 
Players try by skill and cunning to gain 
Personal riches. Set i1cludes map, 
rules and 220 counters — £2.35 inc. p&p 
Madame Guillotine 
France 1793 is the Satting for this 2-5 
player simulation of the brutal struggle 
for power — 75p inc. p&p 
GALACTIC WAR 


Table top space war game in booklet. 
As reviewed in O&W 8 — £1.00 inc. p&p 


warrior: 
monste. iF 
Played with pe 
ires, it com 
separate refere: 


priests.or wizar 


ule booklets with 
in < 


GREYHAWK: Supplement 1 to D&D - £3.40 


BLACKMOOR: Supplement 2 to D&D - £3.40 
DUNGEON! : Simplified board version of D@D 
— £8.50 
CHAINMAIL: Rules for medieval miniatures 
with fantasy supplement - £3.40 


WAR OF WIZARDS: Two player game as 2ach 
fights as a mighty wizard in a 
fantastic sorcery duel — £4.95 


STAR PROBE: A game of adventure, conflict 
and exploration of space — £3.95 


CAVALIERS & ROUNDHEADS: Rules for ECW 
miniature wargaming — £2.25 


BOOT HILL: Rules for Wild West guofights and 
campaigns - £3.40 


EN PIRE OF THE PETAL THRONE: Mammoth 
fantasy game played on the same 
basis as D&D. Box contains three 
campaign maps and 114 page game 
book — "only" £16.75 


PANZER WARFARE: Rules for micro battles 
of WWII ~ £2.75 


TRACTICS: Rules for WWII miniature wargames. 
Three booklets in bookcase box. 
- £6.75 


3rd Millenia Games 
SHILOH 


TRICOLOR: Napoleonoic rules - £3.40 
MULTI-SIDED DICE SETS: For D&D etc. - £1.95 
THE STRATEGIC REVIEW: TSR's newsletter -45p 


POOR BLOODY INFANTRY 


All the items on this page are available 
From: GAMES WORKSHOP 

15 BOLINGBROKE ROAD 
LONDON W14 


All the above prices include P&p. Orders usually 


dispatched within 7 days. Trade enquiries welcome. 


april 1976 


the newsletter from games workshop 15 bolingbroke road london w14 


EN GARDE! 


Another scoop for the Workshop! Our first consignment 3f 
"En Gardet' has just arrived! What's ail the fuss? You mean 
you've never heard of it?? Well then, read on.... 

En Garde? is a new game produced in the States by Game 

}esigners' Workshop. It is a multi-player roie-playing game 
vaguely similar to Dungeons 8 Dragons, comprising only of a 
rulebook and played with pencil, paper and dice. The game is 
set in the gentlemanly times of 17th century France e- J players 
must perform a variety of activities including getting drunk, 
visiting 'bawdyhouses', fighting duels, joining the army and” 
courting mistresses, in an attempt to rise in social status or, 
as GDW put it, "clawing their ways to the top." 

Players start by rolling for characters. Each character's 
most important attributes are: his initial social level, his fath— 
er's position and family wealth. Consulting the Birth Tables, 
players are 'born' as the First Son, Second Son or Bastard Son 
of a Commoner, Gentleman or Nobleman, and their father mignt 
be a Peasant, Merchant, Impoverished Gentleman, Very Wealthy 
Earl etc. etc. Fathers provide an allowance of between O (ifa 
penniless Peasant) and 125 (if a wealthy Nobieman) id Crowns 
per month. Finally, depending on Daddy's social Position, eacn 
character staris off at a certain socia! level between 2 (Peasant) 
and 11 (Count). In addition, each player has certain physical 
attributes which determine his duelling skills: St rength, Exper- 
tise, Constitution and Endurance. 

The object of the game is simply to advance in social levels, 
although the fun of the game is in playing it, objectives Deing 
only of secondary importance. 


So there you arehaving rolled yourself as the second son of a well-to-do gentleman 
(sccial level 4; monthly allowance of 50 Crowns). What do you do with yourself? Now isn't 
thet the question we all ask ourselves as we leave our teens?’ "Go out into the world, young 
men." is the answer, and that's exactly what you do in En Garde! 

Every 'turn' consists of writing down your activities for one week, chosen from the num— 
erous options available. After any discussions between players that might be necessary have 
taken place, each fills in his calendar. A sample month might read: 


(Turn to p. 7) 


L'OULE et WEEZELLE (or "OWL & WEASEL" as it's known in France) is Games 
Workshop's monthly attempt. .....'nuff said. Games Workshop, for names collectors, 


comprises the dynamic duo, Steve Jackson and Ian Livingstone. 


...On show at the New Yori 
Toy Fair was a calculator-sized 
chess-playing computer, selling 
for £70. Programmable to 7 leve 
of complexity, its producers had 
no hesitations about accepting a 
challenge in the form of a demon— 
stration game on their stand, but 
they were rather red-faced when 
it lost its first game after only 
seven moves! 

...We recently noticed an ad- | 
vertisement for Knight Games in 
a small London publication which 
read: "We offer more than just 
games." Is this war?.... 

.--Watch out for skies full of | 
aerobatic kites this summer. Se 
eral companies are now producini 
these kites, which are steerable 
(having two control lines; one on — 
each wing). We've been playing 
around with these for a few months 
now, and they really are great 
fun.... 

... May's edition of Games & 
Puzzles will feature an article on 
Dungeons & Dragons, so if you 
still don't know what it's all about, 
jhere's your chance, Don't believe | 
all that it says, though; its author 
doesn't know the difference bet— : 


have shaped itself 
Seriously, though, 
W, think? Anyway, 

‘ve got a couple 


bring back plenty of new 

However, this does mean that if you write to us 
between these dates, you'll get no reply (sorry about 
this)y @nd there willove/NO WEASEL /IN/AUGUST { But Sept— 
ember's Weasel will be something special.... 

We'll keep reminding you about this over the next 
couple of months, but please don't forget — especially 
about writing letters and ordering games; try to get 
them in before July. 

There may also be a change of address for the Work— 
shop after the summer but again, we'll keep you informed 
through the Weasel. 


Finally, your thought for the month: 
"Heed the warnings of Solzhenitsyn. Red man speak with 
prophetic tongue!" For further information, read "Atlas 


Shrugged" by Ayn Rand. 


P.S. Ian apologises for last month's Grand National tip. 
Personally, I believe he gives bogus tips on pur— 
pose to maintain good odds on the horses he backs} 


GEBUAIES 


owl 


and ween a Helm of Telepathy and a 
\\ west four-sided die.... 
‘ J ...Like yogurts? Try this. 
Try real Put a carton of yogurt in the free= 


zer for a few hours until it has 
frozen solid. Then take it out and 
let it thaw for about an hour and - 


1/ Speedy Bees - Two cyclists set off from two towns 
20 miles apart and head towards each other, along the 
same road, at a speed of 10 mph. A bee sits on each 
of their heads, and at the exact moment that they both 
set off, the bees start flying on ahead of them at 25 
mph. When the bees reach the other cyclists (ie. the 
ones they're heading towards), they turn round im- 
mediately and head back to their original cyclists, and 
repeat the whole procedure. Thus they flit backwards 
and forwards between the two cyclists who are, at the 
same time, getting closer and closer. Ignoring the 
time it takes the bées to turn round, how far have they| 
travelled when the cyclists (and the bees) meet? 

2/ A draughts board can be covered completely with 
dominoes. Is this still possible if you cut out the two 
d:agonally opposite corners? 


half before you eat it. The result 
is slushy yogurt, which is deee- 
licious!.... 

-..New games on their way 
over to us from Fantasy Games 
Unlimited: "Citadel" (@ quest in-~ 
side a wizard's tower), "Gladiator# 
(gladiatorial combat game — sup— 
posed to have some very original 
ideas) and "Royal Armies of the 
Hyborian Age" (Conan-style fanta: 
campaigns). We'll let you know 
when they arrive.... 


% 


2 


*% 


Sorcerer (SPi/UK £5.45) is a game for non-fantasy freaks. It is 
designed by Redmond Simonsen, who also designed the fine "Starforce 
Alpha-Centauri". As such, it shows a SF fan's view of fantasy, ie. as 
an unexplained physical Force-cum-phenomenon. In this case, six 
parallel worids/universes impinge upon the earth. In places where one 
of these is strongest, the area becomes the 'colour' of that universe. 
Where they all meet the area is white, and where none are in control 
the area is grey (or magic-free). Consequently, the map resembles 
a camouflage design for a Germen Jastal 

Sorcerers are humans who can manipulate the Powers of various 
colours. They may be strongest in one to three colours depend.ng on 
where they stand, but each colour bears a relationship to every other 
colour rather like the old scissors—-paper-stone game — there is al— 
ways someone for you to fear. The sorcerer, being humsn, is pretty 
puny but does have immense magical powers. He huris bolts, creates 
vortices, creates armies of Demons (infantry), Air Diragons (Lt. 
Cavalry) and Trolls (...the Maginot Line?). By having these creatures with nim, a sorcer— 
er can use them to absorb losses and thus overcome his vulnerability. 

Play generally consists of trying to make the right combination of spells to counter your 
opponent. If he is alone on a hex which you have power over (is your colour), it might be 
best to hit him with a bolt and then send in some fast units. If he is on the rampage, you 
must head for an area he has no influence over. Combat is in terms of steps (half-units) 
lost and one must prevent this happening to one's sorcerers. 

Multi-play is possible in Sorcerer, as is designing your own spells ~ so it is really up 
to the game~ how far he wants to take matters. Some reviewers believe it does not have the 
feel that D&D has, but then D&D isa game I would not touch, so Sorcerer has it beat on at 
least one point! Real magic freaks should get 'Red Moon & White Bear" (or is it the other way 
round?) (CYes, it is - and we're trying to get nold of copies From the States. Can anyone tell 
us who actually makes this game? - SJ)) which is really up their street - a whole landscape 
of wierdies on a really good map, with a lot of explanation behind every chavacter.. Still, 
Sorcerer is a gentle (and very Pretty) introduction to Fantasy. pay ig 


++Charles Vasey++ 


P.S. Why not start an O&W 'Design-a-spell' section??? — CV.((A good idea. If anyone has 
designed their own spells for SORCERER, we'll be glad to print them — SJ)) 


NEW GAMES 


"WIZARDS & WARFARE" 


from the 


Ever played a game and Workshop 


ror Maussous 
ey afterwards? 


If so, you may have just played what is to 
become our "WORST GAME OF THE 
YEAR." So next time you write to us, 
send an order or renew your sub, don't 
forget to send your 3 nominations for the 
Weasel's 1976 Boxed Bore Award. 1 
month's free subscription to anyone cor- 
rectly listing the winning 3 games! 


Published by Leicester Micro-Models, this is 

a 32-page rulebook for miniatures battles 

between the Forces of Light and the Forces of 

Chaos. An inexpensive introduction to Fantasy 

wargaming. ++.-.50p plus 11p p&p 
ye 

"RULES FOR PREHISTORIC ANIMAL COMBAT" 


Published by Tabletop Games, this book des- 
cribes rules for dinosaur battles on a 1:1 scale 
with sheets on individual monsters. Ideal for 
use with Britain's models... 60p plus 8p p&p 


V le've just received NFB 17, which isa veritable MASTERPIECE! 
Hartley \ga‘/2 Up his wargaming zine "War Bulletin" to devote himself 
ytoySeie fetes Fiction/Fantasy, and if the standard of this issue can be 

up, hels certainly made the right move. NFB now deals exclus~ 
th SEF games and no. 17 reviews 'Royal Armies of the 


7 ogidga’Rd, | 

Beaconsfield, By 

APs 1AwW _ 
; 


Notyet fixed. 


ity iS. exeetlent. At the moment it's free, but no. 18 will cost you 
"two-stamps of appropriate value." (??? — 2x6%p?). 

NFB is likely to become the SF/F gaming zine if future issues are of 
such quality, so you'd be well advised to subscribe. We couldn't rec— 
ommend it mone highly - good lick, Hartley! 


"SIGNAL" 


John Mansfield 
PO Box 830 
CFPO 5056 
757 Baden Baden 1 
Ww, Germany 


Jonn Mansfield has a long-standing reputation as a wargames zine 
d SIGNAL must de one of the best zines around, ona 
factual content/Information rating. His game reviews always seem 

to appear the day after their inventors have decided what they're going 
to call the things, and his events calendar is probably the most com- 
prehensive in the hobby.In short, an excellent 'news' zine. 


publi 


Price - £1 for 8 


"CHIMAERA" 


Clive Booth 
71 Clara Mount Rd. 
Langley, Heanor 
Derbyshire DE7 7HS 
Price - %p/sheet + 
postage. 


We've always been happy to receive copies of CHIMAERA from Clive; 
it's one of the few 'games! zines (ie. ones that run their own games) 
that gets read before it's filed away. It has now developed into an 
excellent little paper with a character of its own and apart from the 
useful (and useless—but-interesting) articles and comments, it actually 
makes you laugh! 

Unfortunately, it has now deen discontinued. Clive has nad to stop 
publishing because of lack of time, and number 11 was the last issue. 
There you go. But then the world will never notice the exit of so in- 
significant a little rag, will it? Stop Press - See * below. 


"PERFIDIOUS 
ALBION" 


Another good wargames zine, PA has already reached quite a high 
standard after having only started some 4 months ago. The April issue 
(No. 4) is 15 pages long and is concerned solely with AH/SPI-type 
Games. The first 4 pages describe "Flodden 1513" a game by Charles 
himself, while inside is another game "The War between Ephedra & 
the Xyloids" by Paul Blackwell. 2 new games for 12p can't be bad, 
now can it? Yes, PA is recommended. 


Charles Vasey & 
Geoff (Jeff?) Barnard| 
c/o 5 Albion Terr. 
Guisborough 
Cleveland 
TS14 GHJ 


Price: 126 (UK) 


* Nyaaah! Got you back, Clive! No folks, Chimaera has not given up the ghost; it's still being 
published. That little bit about it Finishing was to get its miserable editor back for the attempt 
he made to give me heart failure. Naughty, naughty, little Clivey.... 


REVIEWS IN BRIEF 


MAD POLICY (Richard Walkerdine, 43 Chapel Grove, Addlestone, Weybridge, Surrey, KT15 

1UG — Sp + postage). MP isa Dippy zine of long standing reputation, running its own games 

and featuring articles, comments and IDA news. 

THE SPANG BLAH (Jan Howard Finder, PSC Box 614, US Air Base, I-33081 Aviand, Italia 
: 4 


DIPLOMACY WORLD 


DIPLOMACY WORLD is a quarterly magazine 
on Diplomacy, which is edited by Walter 
Buchanan, R, R. 3, Box 324, Lebanon, IN 
46052. The’ purpose of each 40-page off- 
set issue is to present a broad over- 
view of the postal Diplomacy hobby by 
printing articles on good play, carry- 
ing the Hoosier Archives Demonstration 
Game with expert analysis, listing rat- 
ing systems, publishing letters to the 
editor, listing game openings and zine 
news, and printing a complete variant 
game and map with each issue, In short, 
anything of a general interest to the 
Diplomacy community is fair game for 
DIPLOMACY WORLD, Subscriptions sell 
for $4.00 per year, ($4.50 outside the 
U.S.). Checks should be in U.S, funds 
and made payable to “Walter Buchanan," 


ZINE REVIEWS (Contd. ) 


Price: 50¢). This one has very little to do 
with games really — it's a Sci-Fi zine. How- 
ever, it does give plenty of information on the 
SF scene and is worth a look, 


TAU _CETI (Larry Anthony Dunning, 46 
Holmesdale Rd, West Midland, 6055 W.A, 
Australia - 40¢). The first Australian games 
zine we've ever received! Unfortunately, it 
eems to deal only with US and UK games, so 
asatt really offer anything new. Perhaps 
other issues may cover Australian games, 
though, which might make it of interest. Nice 
to know that there is an Aussie games scene. 


s' 


KRANOR-RIL (Bob Jousma & Chip Charley, 
2202 Francis S.E, Grand Rapids, Mich. 
49507, USA - 35¢ in USA; ? elsewhere). 

A Dungeons & Dragons zine from theStates. 
No.4 is 12 pages long, of which 8 are miscel- 
laneous tables. The printing is bad; KR is 
printed on thin paper which you can see 
through, maixing very distracting reading. 
Still, it will go down as one of the first D&D- 
only zines. 


AVALABLE FROM ¢ 


WALTER W. BUCHANAN 


H+SJ-H- PPURAL FOUTE No. 3 
LEBANON , EN OIAN A 
G&P LASH OUT! 


Dear GW, 

I do not normally believe in maticing int- 
ernal business arrangements public. How- 
ever, your editorial in Issue 13 of Owl & 
Weasel and the subsequent correspondence 
provoked by it, forces me to write this letten 

I met with Ian Livingstone at least 3 times, 
during the month preceeding his editorial in 
Owl & Weasel. Why did he hot simply ask 
for the reason why Games Centre does not 
stock Owl & Weasel? 

I have not yet read editorial complaints 
in any publication which tries to achieve over 
the counter distribution (as you are obviously 
trying to do) about retailers who have not yet 
been persuaded to sell the publication. It is 
not only amateurish but also highly unlikely 
to achieve the desired result. 

The letter from Mick Harper in No.14 
refers to Mixed Dealings with GAMES & 
PUZZLES. Ina subsequent telephone con- 
versation with Mick Harper, it seems that 
this referred to a letter sent to us which took 
a long time to be forwarded to the correct 


person, 
I was interested to read the conclusions 


to which Hartley Patterson jumps. It is state- 
ments like his that are more likely to be a dan- 
ger to GAMES & PUZZLES than stocking Owl 
& Weasel. Of course, the editorial statement 
by Ian does not help. 

Games Centre stocks only those items 
Which are profitable and compatible with the 
store image. Owl & Weasel is not the only fan- 
zine. I made a basic decision that no fanzines/ 
newsletters would be sold through the shop. 
Admittedly, it may be difficult sometimes to 
draw the line and, therefore, I have been com- 
pletely firm so as not to offend anyone else. 

On a pure economic basis, even if we sold 
large quantities of Owl & Weasel, the profit 
would hardly warrant the space and control 
required. We have resisted carrying publica- 
tions such as S.P.1. (which have far greater 
sales potential and profitability) until we could 
be reasonably convinced in our own minds as 
to the advisability of stocking them. Our policy, 
of course, is not inflexible particularly if we 
can find ways to increase the sales area of the 
shop, I am sure that anyone who has visited 

(Contd. over) 


G&P _LASH OUT. (Contd) 


the shop will realise that there. is verry little 
spare space: We, excluded many jother 
items from our range, most of which would 
qua lify for inclusion ber ore Owl'& Weasel. 

The above neagons.are,.in my ‘Opinii ton, 
adaqtiate. However you should also bé made 
aware thatT do not mind if you /or/ Jani dislike? 
GAMES) a PUZZLES, Gamegy entre, | my- 

F on. amy pdlicies. However, by: atring 
such feelings publicly you ma} ke it very dif- 
Ficult for me to justify stocking material 
containing such adverse publicity. 

Games Workshop is the sole agent for 
the TSR games such as Dungeons & Dragons. 
We are only able to obtain these items from 
you. Much of our business is done by mail. 
In Owl & Weasel, 
ours by 70p as you do not charge postage + 
packing. Furthermore, the discount allowed 
to us is based on the full recommended price 
(which we charge) and there is no leeway 
for us to compete with you particularly since} 
the discounts we receive from you are tne 
lowest compared to other suppliers. 

Now I do not mind competition.In fact, I 
welcome it. However, as sole agents, ] bel- 
ieve it is incorrect to compete with your 
customers. 

In all my business and personal dealings, 
I try to please as many people as possible 
and I dislike any situation where there is un- 
pleasantness. This, I am sure, would be ap- 
preciated Dy those with whom I have dealt in 
the past. My reason for writing this lengthy 
letter is not only to put forward my feelings 
but also because I believe the readers of 
Owl & Weasel are amongst the most import- 
ant and influential in the games world. 


all your prices undercut 


++ Grief! Some people take games so 
seriously! I hardly think the Weasel, with 
its modest circulation, is likely to force 
G&P out of business, nor the Workshop's 
mail order dept. force Games Centre to 
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London 


JUST GAMES ~- 63 Brewer St, London W.1 


Events — April/May 1976: 


24th April - SHOGI 


George Hodges will be demonstrating 
Japanese Chess all day from 11:30. 


1st May - CARRUM 

R.K. Luther will be demonstrating 
Carrum. If you've never heard of it before, 
Carrum is something like snooker played 
with draughts pieces on a wooden board. 


3-6pm. 
sth May - TAROT pm 


Magenta Wise, a palmist and initiated 
witch, will be giving Tarot readings from 
11:30-Spm. 


15th May - DUNGEONS & DRAGONS 
We'll be there from 11:30 until dpe 
closing time to take you down the dungeons. 


SOUTHEND - May 788 


Present Arms '76 

The South East Essex Military Society's 
annual convention, at the Rocheway Youth 
Centre, Rocheway, Rochford, Essex. 
Stalls, games and competitions. We'll be 
there. 


GLASGOW ~ May 22 


Scottish Military Fair at the McLellan 
Galleries, Glasgow. 11am-Spm. 
Displays and stands of wargames, manu- 
facturers and clubs. Special D&D stand. 
Open to all. 


EDINBURGH - July 24/25 


Scottish National Wargames Convention at 
the Assembly Rooms, George St, Edinburgh 
This is the first ever Scottish convention. 
Further details later, but there'll be a 
special D&D stand. 


close its doors... SJ++ 


Have you any events you'd like publicised? 


If so, Owl & Weasel will be glad to do so, 


_ free of charge. 


EN GARDE} (Contd. from p.1) 


A sample month might read: 


Week 1 - Go to Red Phillip's Club. 
- Practice with rapier. 


8 — Join Grand Duke Max's Dragoons as 


Captain. 
4 - Visit Bawdyhouse and Carouse. 


Most activities will cost money, but most 


will also bring, in return, the all-important 


status points. Also, gambling, army salaries, 
and private deals may bring the crowns rolling 


in. Every month, a character is required to 
) maintain his social level by acquiring status 
points at least equal to his own level. In the 


example above, your character gained 2 points 


' ror visiting Red Phillip's, 4 for joining the 
Grand Duke's Dragoons and 1 for carousing 
at the bawdyhouse. 

In order to rise in social level, a player 
must gain points equal to 8x the next social 
level (i@. 15 - 8x5 - for your character). 
Advancing in social level brings the untold 
advantages of being able to join a more res-— 
pectable club, being able to chase after a 
better quality of mistress, being acceptable 
for a higher post in the army,and so on. 

After playing for an hour or so, you us- 
ually get pretty fed up with booze, gambling 


and loose women, and begin to look for some- 


thing more worthwhile - and more profitable 
— to do with your life. In short, you're into 
the army, with its campaigns, rivalries for 
Promotion, special merits for bravery and 
royal favours. A fairly large section of the 


rules deals with the regiments and campaigns 


but actions and decisions are decided and 
made in a similar way as before, with tables 
and dice. s 

A special mention must be made of the 


section that starts the rulebook off — the rules 


for Duelling. These are perhaps the most 
original aspect of the game (apart from the 
whole idea itself) and involve no dice. 


al regiment at a club, or are caught trying to 


to be challenged to a duel. Duelling is fought 
entirely with pencil and paper, using a couple 
of tables, and the whole procedure is very 
much a case of trying to out-guess your op— 
ponent before he out-guesses you. 

Duelling Table A gives the notations to be 
used for 14 different fencing routines (eg.. 
'Lunge' is written "-X-L-X-", while a 
‘Furious Slash! is written "-x-S-x-C-x-x<- 
X-'"). Using this table, both players secretly 


dewide what their tactics will be and write 
down a sequence of 12 'actions' comprising € 
or msre of such routines (eg. 'Lunge' would 
take 3 actions: X,L, and X). When the fight- 
ing starts, both players call out their 1st, 
then 2nd, then 3rd etc. actions simultaneous— 
ly, and tne two resulting symbols are cross— 
indexed on a Results Chart. Any damage 
inflicted is deducted from a player's Endur- 
ance score. 

And so it goes on. But a player is not 
finally committed after having written a seq- 
uence; there are two Optional defensive plays 
that may be substituted for a written move at 
any time. And, of course, you may always 
surrender — but not without great loss of 
dignity in front of the other players! 

En Garde! is another one of those games 
with no real ending; you simply play until 
you're fed up and then pack it in. But it is: 
compulsive. Wouldn't you expect any game 
in which you have to court mistresses, spend 
half your time drinking in clubs and the other 
half gambling, to be compulsive? Jusi like 
being a student again! 


+hSIS+H 


If you happen to insult a member of a riv— 


court someone else's mistress, you are likely 


Not-for-the -under-21 Dept, 


Win the respect and admiration of your drink- 


ing buddies and emoarass your lady friends 
with this little match trick. Here is... 


Laap Chatterlep 


Place 4 matches on the table 
(the order is important). 
"Lady Chatterley is lying 
in the grass. She has...er 
++. mo clothes on." 
"She asks for a cigarette." 
Place match 5 in position. 
"She is worried that she may 
7 be seen, so they put upa 
screen." Place matches 687. 
"The gamekeeper agmes over 
and can't control. This is 
ene what happens." Place match 
8 over match 2 and press up 
and down on match 7. 


ry ys 


poot table, “have ee bably be remembered as “wthe beginning of a new 
era in puby J Ly Ne yet o-come.... 

Last Wednesday, Albie Fiore’ (of who is Albie Fiore?" fame), Julie (everyone knows 
Julie!) and I toddled off to Picaditly to see what was new on the Video Games scene. Opposite 
the Swiss Centre (you must.try their muesli — but preferably when someone else is paying) 
is a small amusement arcade. For me, this place has always left a bad taste; it was the 
first arcade I ever came across-to cut down the 5 ball pinball game to 3 balls. But I let 
bygones be bygones when I saw their new range of Video Games. There before me were, 
"Tank Battle", "Dog Fight", a motor cycle stunt rider game and perhaps the best of the lot, 
a western gunfight game. 

Tank Battle has been with us for some time. It is a two player game in which each steers 
a tank with two control rods. The scr is laid out as two simple mazes with a minefield 
between them and the tanks start off on either side of the minefield. After manouevering 
their own tanks across the board, the players fire shots at each other's tanks (by pressing 
firing buttons), and each hit scores one point. A tank also conceeds a point if it blows 
itself up on a mine. 

This will go down as one of the best of the Video Games. The cmtroi of the tanks demands 
practice a nd skill and while you start off furiously swtching the controls like an invalid in 
a hand-pedal wheelchair trying to beat a red light, you can soon confidently bomb along, 
avoiding the mines and walls. Firing accurately at a distance is also a knack to be perfected. 
Yes, Tank Battle, like Table Football, is an expensive game to develop proficiency at, but 
is well worth while in the end. 

Dog Fight and the motorcycle stunt rider really are of 'B' movie status; and that's being 
generous. Dog Fight is just Tank Battle with jet planes. Instead of minefields, you blow 
yourself up by running off the side of the screen, which I managed to do 22 times in my first 
game! As the planes start in carners, one false move in either direction to begin with sends 
the plane reeling. There are a couple of clouds on the screen which planes can't be sean 
behind (quite a nice little feature), but the main fault of the game lies in the fact that the 
planes are too fast. It's very difficult to aim accurately ona turn, and quite often the planes 
follow each other round in circles, with neither pilot willing to risk flying off. 

The stunt man game is a waste of time. It's a one-player game 
in which you throttle a motorcycle along a path leading up toa 
ramp to jump over a number of barrels. Ong a bad landing, the 
motorcycle crashes and starts again (which mine did every time). 
The knack, I think, is to land on the ramp at the other end, com-~- 
ing down. Even if you ever got good at this” it would get pretty bor— 
ing after 147 successful jumps. 

The gun fight game, though, is definite-| 
the miserable stylised tanks, planes, etc. 
Hill unit counters look like works of art, 
tual Figures ofgunslingers. These move t 
me.nipulate your joysticks and another con- ee ura trol (shaped like the 
butt of a gun) raises and lowers each man's shooting arm. The gun 
butt also has a trigger to pull for firing shots and again, the object is to score more hits 
than your opponent. There is a central 'no-man's-land' decorated with cactus plants which 
always seem to get in the way of your shots, but they disappear when they've been hit. 

Each player has six shots per round and as soon as a man is hit, he keels over dead and 
his dying words flash up on the screen ("Got met"). Then the whole thing starts again. Great 


fun - I can't wait for the Crown & Sceptre to get one int But a word of warning; watch out for 
the wagon train that invades the pitch after the third round. 
8 +4S5++ 


ly a winner. Instead of 

which even make Avalon 
the screen displays ac— 
around the board as you 


SWinDer 


Casts your minds back to the days of the 
pre-board game-era and more particularly 
long card game sessions. Do you remember 
a game called Cheat? It's the one where 
everyone would.sit round the table with dead- 
pan faces, lying their back teeth off about the 
cards they were trying to unload on the cen- 
tral pile and the whole thing would fall apart 
if Granny was playing because she'd say 
"Two Queens!" even though it was 4's, 5's 
or 6's to be played and we'd say "Granny, 
you're supposed to cheat and say two 4's and 
still put down the two Queen's; that's the 
game!" and she'd say that she didn't like 
lying and we'd shrug our shoulders, look to 
the skies for help and suggest a game of 
Rummy or something. 

Well, Swindle is Cheat in disguise only 
this time the object is to get rid of antiques 
It's produced by Waddingtons and I'm afraid 
they've gone back to the old dice-around-the 
board theme for this one. 

The game equipment consists of money, 
dice,playing pieces, pack of antique cards 
anda rather nice Art Deco-style board. The 
cards are dealt out to the players and are 
made up of either genuine or fake antiques. 
The board is mzinly taken up by the 'Open 
Market! around which the players travel 
trying to sell off their genuine and fake an- 
tiques. If, for example, after throwing the 
dice your piece lands on a square which shows 
a vase anda chair, you may try to sell either 
of these to the bank by simply placing it in 
the centre of the board and taking its approp- 
priate value from the bank. Now if one of the 
other players doesn't believe that what you've 
sold is genuine,he screams, "SWINDLE"” 
at you and turns over the card. IF you were 
swindling, you get your card back plus any 
others in the pile and he gets the money. But 
if it was genuine, you keep the money and 
he picks up the pack. That's all there is to it 
and the winner is the first person to unload 
all his cards, his last card obviously having 
to be genuine. 

There are a few other points which help 
to stretch out the game. Firstly there are two 
special areas of the board — Mug's Market 
and The Court which, if he lands on them, 
could give a player the opportunity to get rid 
of a few of his unwanted cards, Secondly, and 


more impartantly, is the use of the money. 
When selling antiques, money is paid to the 


seller according to the value of the object 
sold. Having accumulated £20,000, a player 
may choose to iafluence the game in one of 
the following ways: 


a) Instruct any player to transfer one of his 
cards to another player. 

b) Send any player to court (being in court a 
player might have to pick up ail the cards 
in the central pile). 

c) Send himself to Mug's Market (to unload 
all his fakes), 


We found that it was pretty easy to stop 
a player winning and consequently we never 
Finished the games we started. Waddingtons 
say that the game is for people aged 9 and 
upwards, although I feel that the 'upwards' 
should stop at 18. 
+4IL+F 


Lasca 


"Lasca" was invented by a chess champion 
of the turn of the last century, Dr. Emanuel 
Lasker. He called it "Turkish Draughts" at 
one time, but since R.C. Bell, in his famous 
collection of Board Games, describes an 
entirely different game as "Turkish Draughts" 
lwe had better make this distinction now and 
stick to the name "Lasca". Sets were sold 
in 1910, but never bacame as popular as the 
game deserved and soon became unobtainable. 
IA German firm, with the inevitable name of 
Schmidt (UK) trading from Restrop in Wilt- 
shire, advertised sets in "Games & Puzzles" 
in January 1975, but since then, silence has 
fallen again. 

The game deserves much more attention 
and a much better fate. It can be played on an 
lordinary chess board, and there are 12 wnite 
land 12 black men, set out as in draughts. 
Moreover, the men move as in draughts, Sut 
there the similarity ends. 

The men stack on top of one another. Sirce 
"Kings" cannot be made as in draughts, eacn 
player has a second colour for King. When a 

nite man reaches the back row, either alone 
lor on top of a tower, he is exchanged for a 
green man and this King, as in draughts, can 
Imove backwards and forwards. A black man 
to be crowned is exchanged for a red piece. 

Now the game can begin. Tne men move as 
in draughts (black going first), and "take" by 
|iumping Over an opponent, but must take the 


D&PSOCIETY NEWS 


The Dungeoas\& Dragons Society is growing! New members this month are: 


Gary Porter — 237 Markfield, Courtwood Lane, Croydon, Surrey CRO SHW. 
John Pigget\- 8 Hillereft Crese,-Lohdon w5. 

Ian Maule -)8 Hillerort Grescs Jondon WS.’Dungeonmaster. 

lan Brown: — 43 Pembroke Rd, .rithy| Kent. 

L. Tiel Fatkingnam - 15 Reinclife-rernace, Bramiey, Leeds. 

Andy’Davidson — 513 Whitton Ave West, Greenford, Middlesex, U36 ODY. Dungesnmaster. 
Nick Slope - 235 Bellingdon Rd, Chesham, Bucks. Dungeonmaster. 

R.L. McGowan - 278 The Vale, Acton, London W.3. 

Geoff Richardson S8 Growsmorr Ave, Stanmore, Middlesex. 

Joh Robertson —'S4 ‘South Tay St, Dundee, DD1 1PF. Dungeonmaster. 


For anyone who is new to the world of D&D, The Society is free and open to all. It will 
be monitored monthly through Owl & Weasel. At the moment, its only 'product' are D&D 
Character Sheets, which provide a convenient way of recording a character's statistics. 
They are available from the Workshop at 2p/copy. 


The question we get most frequently asked about D&D is undoudtediy "Wheve the hell 
can we get a game?". So in answer to all those #rstrated Elves, Hobbits and Clerics with 
no world to exist in, here are a Few suggestions: 


CITY UNIVERSITY - has a games club which meets regularly (at least once a week) and 
most of its members are dungeoneers. For further details, contact 
Andy Holt, Computer Unit, City University, St. John St, (EsGalls, 

KNIGHT GAMES - is planning a series of once-a-month Fantasy Games meets. Ian and i 
will be there every other month. The meetings will be held on 
Saturdays. Further Details from Knight Games, 33 Oid Compton 
St, W.1. 

JUST GAMES - Are holding a D&D exhibition game, conducted by the Workshop, on May 
15. There should be plenty of opportunity to join in, even if the ‘ 
campaigns are short. Just Games are at 68 Brewer Sty Weil s 

THE HUMBERSIDE MILITARY SOCIETY - meets every Saturday, and Dave Grantham 
informs us that D&D is played regularly at mestings, which run 
from 2 - 5:30pm at the North Hull Community Centre, 37th Ave, 
North Hull Estate, Hull. 

SUSSEX UNIVERSITY GAMES SOCIETY - meets every other Sunday in Falmer House, 
University of Sussex. There is usually at least one game of D&D 
per meeting, and rarely anything else, these days! Further details 
from: Steve Jackson, 60 Newmarket Rd, Brighton. 


One of the original aims of the D&D Soc. was to spread new ideas and rules amongst 


players. This month we're publishing extracts from letters we've received dealing with 
innovations down the dungeons... . 


BILL HOWARD - "I find that when starting from scratch, or near scratch, with a group of 
Players, two main things go wrong: @) They don't know what to fight and what to run from; 
and b) If they pass through a transporter they have little chance of emerging alive due to i 
their low hit strength. Therefore I have introduced two small magic items: 

A/ LEVEL RING -—A ring of black metal with a transparent stone inset. The stone will glow 
ech PRSTIATR ran ee or ae < the wearer comes within 10 ft; blue for 1 
Pa 1 3 ie 'S wearable only by Magic-Users, and gives them si = 
hing to do after they've used their spell. If the wearer touches the thi, then the See 
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D&D Soc. News (Contd.) 


neutralised. This means it is still effective 
if monsters join the party. 

B/ RINGS OF DISTANCE - A pair of rings 
with inset stones that will glow according to 
their distance apart: 

Up to 100 %. = Green; 100-250 ft. = Blue; 
250+ ft. = No glow. 

The normal method the party will use is to 
bury one near the entrance to the dungeons. I 
work on a 1 in 6 chance of the thing being 
found and carried away by a monster (which 
adds to the confusion once they've come to 
rely on it). 

These are both very first level items but 
they do help to get the game off to a good 
start before everybody starts to look like a 
walking hardware store." 


I.D. MOSLEY -"...some of the tricks used 
in my dungeons are: 

1. A giant chess set. The white pieces attack 
chaotic characters, the black pieces attack 


LASCA (Contd. from p.8) 


but must take the captured opponent along as 
they jump, forming a pile of two. If two or 
more can be taken, then stacks of 3+ will form. 

However, should a tower of men be attack— 
ed, only the top man is removed by a capturing 
jump. This introduces a vast field of tactics 
that warrant careful thought. A black man 
surmounting two white men, on being taken, 
releases two whites that were previously tost. 
These two, however, cannot separate, but 
must move as a stack until the top one is 
removed by capture and this is where such a 
pile may be dangerous to the enemy. A player 
may move such a pile up to be taken, and 
demand that it be captured. Such an offer may 
not be refused. Tne removal of the top man 
in the capture which follows may enable the 
man so released from the bottom to inflict 
great damage or to become a King. 

It will be noted that no man is ever rem— 
oved from the board except to exchange "man" 
for "King". At the end, large towers may be 
staggering about and the capture of tne top 
men may change the picture dramatically; 

a battle is never won until it is really lost. 


++Eric Palmes++ 


CECEEECELEEEEEEEELEEES 


lawful characters, and if you are neutral... 
well, you have got trouble! 4 
2. A passage which is on fire for 3 moves out 
of 4 and is long enough to prevent movement 
at less than light foot rate (ie. unless you 
drop all your ill-gotten gains you get roasted), 
3. A portrait gallery, in which the eyes of 
the pictures glint strangely. Upon examina-— 
tion, this is caused by apparently valuable 
gems. One picture, however, is painted over 
a Nirror of Life Trapping which causes 
damage if touched and releases 3 Trolls and 
a Werebear if broken (- all four fighting mad) 
A suggestion which might solve the prob- 
lem of freshness in D&D is this: Have each 
level composed of isogeomorphic sections, 
and have several different versions of each 
level, making sure they are interchangeable 
in the matter of entrances and exits. 3 each 
of levels 1-3 gives 27 possible dungeons. 


In answer to your question about dice, Mr 
Moseley, the answer is: '20-Sided die score 
to hit by level’ relates to a single 20-sider 
numbered 1-20. Many players colour in:one 
series of figues on a 20-sider to represent 
the numbers 11-20. Throwing two £0-siders 


Subseribe ( 


Make sure of your monthly Weasel by talxing 
out a subscription. Simply let us have a 
cheque, Postal Order (both payable to "Games 
Workshop" please) or cash for any amount 
over £1. The Weasel will be sent to you as it 
is printed, and you will be notified when your 
credit is running out. ‘ 


Owl & Weasel, by postal subscription, 


costs 15p + postage (6%p at present) ver issue. 
The Strategic Review 
Subscriptions to "The Strategic Review", 


TSR's own magazine, works in the same 
way as Weasel subscriptions, and joint subs 


are OK. SR costs 45p per issue plus postage 
- if you are a Weasel subscriber, SR will be 
sent with the magazine, to save on postage. 


Subscription credits can also be used to buy 
games from us.... 


and adding the scores together gives a bias 
to numbers around 10. 4++SI++ 


(@ QUOTE OF THE MONTH )) 
Bob Jousma's review of "Blackmoor" 


the second D&D supplement: 


41 "It's OK if you like frogs..." 14% 


